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WARNtHG: READ BEFORE USING YOUR PlayStation™ GAME CONSOLE. 

A very small percentage of individuals may experier^ce epileptic seizures when exposed to certain 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen 
or while playing video games, including games played on the PlayStation game console, may 
induce an epileptic seizure in these individuals. Certain conditions may induce previously undetect¬ 
ed epileptic symptoms even in persons who have no history of prior seizures or epilepsy, If you, or 
anyone in your family, has an epileptic condition, consult with your physician prior to playing. If 
you experience any of the following symptoms while playing a video game — dizziness, altered 
vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or 
convulaions — lEVlMEDIATELY discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJEQTIQN TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the use 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen, Refer to your projection TV instruction manual for more details. 

HANDLING YOUR PlayStation™ DESC: 

* Til is compact disc is intended fur use only with the PlayStation'^'^ game console. 

* Do not bend it, crush it or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

* Be sure to take an occasional rest break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 

This product has been rated by the Entertainment Softv/are Rating Board. For more 
information about the ESRB rating, or to comment about the appropriateness of the 
rating, please contact the ESRB at 1-800-771-3772. 
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STHHTinG PLHV 

Set up your PlayStation gome console according to the instructions in its Instruction MonuoL Make sure 
the power is off before inserting or removing a com pod disc. Insert the Wiuq CommmiBr Hi Disc #1 
and close the CD door. Insert game controllers and turn on the PloyStation game console. Follow on¬ 
screen instructions to start a game. 



The CanTRDLLEH 
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You use the PlayStation controller to move your cursor ond fly your ship. The following diagrams show the 
controls on the PlayStotion controller. Pleose see the reference card for a compbte listing of all commands. 

SVmBDL DEFiniTIOnS 

{□) Press the indicated key once. 

@ Move the Direction Buttons (D-butfons) to chonge options (on the carrier); chonge the nov 
map view ond steer your ship (during flight). The symbols J> , <1 , ^ and ^ indicate spe¬ 
cific directions when moving the D-buttons. 

® @ Press ond hold the first button, followed by the second button. Here, you would hold down 
@ while pressing 

4 STHfiTinO THE GRPIE 

After you turn on the PlayStation gome console, the game will play on introductory scene. [To bypass 
movies, press ) Later, you can press and hold start for two seconds to restart the game, 

an THE CRRRIER 

@ choose on action. Move the D-buttons (@) to position the cursor over on object or person. 
Alternotively, © or @ on the controller cycles through octfon spots on the screen. You'll see 
the option on the screen — for example, Talk to Hobbes, Go to Lift, Attend Briefing, Activote 
Main Terminal 

Note: You can toggle onscreen text on and off through the Main Terminal (see Main Terminal 
Options, p. 29). 

@ Begin selected action. Press ® to activate the option you've chosen. 


HinnEuuEnmG vdur ship 

During flight, press ^ or ^ on the controller to move your ship up or down. Press i> or 0 to bank 
right or left. 

To roll your ship right or left along its axis without chonging course, press Ei] or 

To increase the speed of your climb, dive or turn, press and hold EH in addition to the normal button. 

SHUmfi. LDHDinG RRD EKITIRG 

You m only save from the mm or from o depot. (You must hove o memory card inserted in one of the memory 
slats.) Ge to Flight Control, the Berths, Gunnery Control or the Bridge and choose the Main Terminal (see p. 7). Then, 
choose oinir im. 

Saving games. Select save to highlight the first available game slot. Use @ or ® to cycle through 
slots, then press ® to select the highlighted save gome slot. Next, enter a name by pressing ^ or 
^ to cycle through letters, and 1 or ^ to change the cursor position. Press ® to save the nome, 
series, mission rrumber, number of hills you've accumulated and the ship morale level. You con save up 
to 15 gomes. 

Loctdmg saved games. Select load to highlight the first available gome slot. Use © or ® to cycle 
through slots, then press ® to load the highlighted save game. 

Whenever you insert CDs #2, #3 or #4 into the PlayStation game console before turning the PlayStation gome con¬ 
sole on, e Main Terminal screen automatically appears. This ollows you to load save games. To start a new game, 
you must Insert CD #1 in the game console before turning it on. 





Duich Start 

When the game begins, you're on the Flight Deck. Move the cursor around on the screen. When text 
appeors and/or the cursor chonges shape, press (x) to perform ihot oclion. Move the cursor 
up/down {^,^1 to choose responses during conversotions. To go directly into o mission, select 
"Attend BRIEFIMG" on the Flight Level. However, we recommend that you follow these steps before 
entering your first mission: 


Go to FLIGHT CONTROL. 

2. Talk to HOBRES (move the cursor over 
him and press 

3. Go to LIFT. 

4. Go to LIVING LEVEL (choose the green 
box) and watch the scene between Cobra 
and Hobbes. 

5. Talk to VAGABOND. 

fi. Go to LIFT* 

7. Go to BRIDGE LEVEL (choose the red 
box). 

8. Talk ter MANIAC* 

9. Go to GUNNERY CONTROL 

10. Talk to FLINT. 


n. Go to LIFT* 

12. Go to FLIGHT LEVEL (choose the yellow 
box). 

13. Attend BRIEFING. Then, you'll brief the 
pilots and choose a wingmon. Hobbes is 
your only choice now. Later, you con select 
anyone you've talked to that is still alive. 

14. Talk to RACHEL about ship 
loadouts. 

15. Fly MISSION to enter the hunch bay and 
toke off. Increase the throttle (press @), 
or press EEDEitrRDEi] for an auto-take- 
off. (Refer to pp. 13-27 for cockpit instru¬ 
mentation.) 


DPTian ScREEn 

Open the option screen by pressing during spaceflight. For a complete list of options, see In-Fllght 
Options, p. 28. 


Dneanno the Uictdrv 

(irnm TERminnL 

Main Terminals are present on each level When you click on o terminal for the first time, you must 
enter your callsign. To enter your name, press ^ or to cycle through the letters of the alpha¬ 
bet. Then, press <1 or to move to the next letter slot. (You can enter up to 10 characters.) When 
you're finished, press Eoch time after this, selecting a terminol console displays a close-up of 
the computer, with o menu onscreen. Move the cursor over the option you wont, then press To 
cancel the screen, choose LOGOFF. 

For a complete description of Moin Terminal options, see p, 29. 

TflLKinG TD CHHRHCTERS 

To talk with someone you meet, move the cursor over that person ond press ®, Sometimes, the game 
pauses and displays two choices. Use ^ or to choose on answer, then press @. Certain respons¬ 
es raise individual or group morale, ond others lower ft. Morale, in turn, affects the plot. 
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LIFT 

The Lift transports you between the three decks. 



Goto BRIDGE LEVEL 
(Bridge, Gunnery Control] 

Goto LIVIHG LEVEL 

{Rec Room w/Killboord, News Terminal, Berths w/Locker) 

Go to FLIGHT LEVEL 

(Flight Deck, Flight Control w/Simulotor, Loodout Terminal, Briefing) 


BRIDGE 

The Bridge is the center of oil V/c/ory operotions and houses o Main Terminal. From here, you con access 
both the Lift and Gunnery Control (which also has o Main Terminal). 



Go to GUNNERY CONTROL 


Activate MAIN 
TERMINAL 


Go to LIFT 


GunnERV cnnTRDL 

In Gunnery Control, you'll oFten find your crewmates pondering the stars. Here, you also hove occess 
to a Main Terminal and the Bridge. 



H Activate MAIN TERMINAL 

Go to BRIDGE 


REC RDOm 


9 



The Rec Room lounge is o common hangout for off-duty crew member. Here, you can discuss strategies 
with other pilots, access the barracks, check the Killboard or watch the news. 

Look at KILLBOARD 
Activate NEV^ TERMINAL 
Go to BERTHS 
Go to LIFT 


Talk to chorocters {thcM preseni change during the gume) 















Activate MAIN TERMINAL 


Look in LOCKER 

{it will be open when avnilable] 


News TeritiitiaL The News Terminal in the Rec Room broadcasts news briefings throughout the game 
to keep you informed about the progress of the war. You con use the News Terminal only at certain times, 
and the newscasts change os the gome progresses. 

Killbc»tird. The Killboard Terminal in the Rec Room displays the number of kills for each surviving pilot. 
Your name is last on the list, and as you destroy enemy fighters, the number in your '"Kills" column 
increases. The number of ace Kilrothi pilots killed by each pilot displays in the "Ace" column. Dead pilots 
appear as "Deceased/" 

BERTHS 

With its stondard cot-ond-locker arrangements, the Wctor/s Berth room is sparse but functional. You 
can octivate a Main Terminal, look in your Locker or talk with other pilots who may appear. 


Go to REC ROOM 


FLIGHT CDflTRDL 

In Flight Control, you can attend mission briefings, use a Moin Terminal, fly simulator missions and take 
the stairs down to the flight Deck. After your first mission, you have the option of using the Loadout 
Terminal in Flight Control to pick q ship and its loadout. Once you view the mission briefing, you can"! 
use the Lift, but the Loodout Terminal becomes available. 




Activate MAIN TERMINAL 


Attend BRIEFING 


Run SIMULATOR 


Activate LOAOOUT TERMINAL 


Go to FLIGHT DECK 
or Fly MISSION 

[text switches ante you dltend the briefing) 

Go to LIFT 

SmULHTOR 

You can use the simulator to brush up on your flying skills. Move the 
cursor over the choir and press (g) to display the simulator screen. 

Press the buttons (using the controller) to configure and start the 
mission. 

Select mission. 


RUN Begin simulation. muRH Exit simulator. 









II 



Rachel will select weapotis for your first mission. 
Later, you cun pick ships and specify weapon load- 
outs hy activating the Loadout Terminal in Flight 
Control. To click buttons, move the cursor over the 
button and press Cx). 

PfffVfous, mxj Cycle through ship types and specs. 
pROCm Close terminal screen ond load ship. 


IB 


Select the missile rack or fop orrows to switch hordpoints (hordpoints ore slots for missiles}. The 
number of hordpoints varies between ships. The missile slots available on each tiardpoint are indh 
cated by text — "looded: 1/2'' means 1 of 2 hardpoint slots is occupied. Light haidpoints con 
only carry Heat-Seeking and Dumbfire missiles; heavy hardpoints can carry anything (including 
mines). Some ships have locked hordpoints [outlined in red) that cannot be changed. 


Choose the bottom arrows to cycle through missile types and mines. 

0 or 0 odds or removes one missile of the selected type at the current hardpoint. 


niissmn briefihg rddhi 

Prior to eoch mission, you attend a mission briefing. You'll be briefed by your superiors about the flight 
path and mission objectives. Then, you'll brief your sguodron and pick a wlngmon by moving the cursor 
over the person and pressing @. Those available chonge with each mission, and you must talk to some- 
one before he or she can be selected. 


In THE Cdchpit 



When you enter o mission, your ship is in the launch bay. You 11 see space directly ahead of you through 
the front viewscreen of the cockpit and on instrument ponel in front of you. All five fighters you fly fea¬ 
ture the same instruments, even though gouge positions and screens vary between ships. 

To pouse spaceflight, open the Option screen by pressing s^Trt, Press again to resume flight. 


COCKPIT msTRumEnrs 


I. Viewscreen 

5. Right VDU 

6, WeoponVDU 

7, Active Gun(s) 

8. Active Missile 

9, Gun Power 
Indicator 

10. Fuel Indkotor 

II, Aulopilot Light 

12. Set Speed 

13. Current Speed 

14. Missile Lock Light 


2. Radar Display 3, Gunsight 4, Left VDU 

Arrow Cockpit 















1. UIEUISCREER 

The front viewstreen proukles o clear view ditertly ohead of you, with o virtual cockpit disployed ot oil times. 
Tlifi red cross hoirs in the middle of the screen ore your gunsight (3) and show where your ship's guns ore 
aimed. Yellow cross hoirs oppeor on the screen when your locked target is not in front of you. To bring the 
enemy into view, steer toward the yellow cross hairs — they indicote the torgeted ships position. 

When other ships come in view, your computer outomoticolly torgets the closest. Red brockets appear 
around o torgeted enemy ship, nnd n friendly targeted ship gets blue brockets. Green brockets oppeor 
around oil oirborne missiles. Yellow brockets oppeor around turrets on targeted copitol ships. 

A profile of the brocketed ship appears in the monitor on the right side of the cockpit (the Right VDU 
[5]) os long os the ship remains in view, if you lock onto the torgel (press [n]@), the profile remains 
in the Right VDU until you destroy the ship or release the lock. Press ED® to switch targets. 

Reor comern view. Pressing .RS laH shows the view out of the hock of your ship. On the Longbow 
and Thunderbolt, you con use normel gun controls to fire the toilgun while in this view. (The ship 
remoins on course.) 

Chase comero view. Pressing again displays o chase plane view from behind your ship, 

kxternol object view. Pressing again gives you on external view of your ship. Use ed@ 

to pon nround the ship. To return to the virtual cockpit view, press once more. 

e. HHORR DISPLRV 

The rodor display is divided into six sections, nnd eoch ship detected appears os o colored dot. The outer 
ring shows the position of ships behind you; the center circle shows ships ahead of you; ond the four 
middle quodronts represent ship posilions olongside, above or below you. 


Dots ore color-coded, and your current target appears os a cross of the appropriate color. 

# Enemy fighter • Friendly copitol ship 

# Friendly fighter # Missile (friendly or enemy) 

^ Enemy capital ship ESI Currently selected nov point 


Jadka! Tip: Jo bring an enemy forget into ¥ie% find a ret/ or orange dot on the radar Then, manaum your ship and 
center the dot in the innermost circie of your radar disphy This hrinp the target dfrectiy in front of you and into view. 



YOUR SHIP 














3. BUnSIGHT 

Fd^ information on ihe Gunsight, see Viewso-een (!}. 

4. LEFT UDU 

The Left Video Disploy Untt (VDU) displays one of four different screens: 
q) Shields and orniDr c] Damage 

b) ConomunicaliDns d) Pbwer distrlburion 

Press , t> !o cycle tlirough the screens in the Left VDU. 

a. Shields and Armor. Shields are designoted by an outer set of colored bars in the left VDU, end 
armor is represented by o set of inner bars. As you take damoge, your shields weaken and the 
affected bar grows ihinner. If your shield generoter isn't domoged, shields mil regenerate slow- 
ly. Once shields are pierced, however, armor starts taking damage and Ihe inner brackets grow 
thin ond disappear Un ike shields, armor cannot regenerate. 

b. Communicattons. You can communicate during flight with ony ship within range — taunting 
an enemy, sending instuctions to your wing man or requesting permission to land. 

Press until you see the communication screen in the Left VDU. If you can communi- 

cote, you'll see a list of potentiol receivers on the screen. When n pilot commuiicales with you, a 
profiie of the sender appears in the VDU ond text or speech commences. 

Follow these steps ta SEnd a message: 

^ , I> Disploy the communicaton screen in Left VDU. 

2. ■S^^T or ^ Cycle through receiving ships or pilots. 


3. sftffr Ei] /ic[ept highlighted receiver or pilot. 

4. ^ or ^ Cycle through ovailable messages. 

5. En /\[tept highlighted message and send it. 

Wingman Orders 

During flight, you can send these orders or other messages. 

Break aniAttack Tells your 'wngmon to break formation ond engage enemy sbiiis 


Form ort % Wing 
Request Sioius 

Re turn to Rose 

Help Me Out Here 
Attack My Target 
Keep Radio Silence 
Uft Radio Silence 

Enemy Jaunt 
(ako 


ticcd Cleannce 


Tells your wingman to return lo formation ord follow you. 

Asks how much damage your wingmen's ship has taken. (This mes¬ 
sage also works for friendly capital ships.) 

Teffsyour wingman to return to the feojy immediately. If the command 
is obeyed, your wingman is not available for ihe rest of the mission. 
Tells your wingmun to engage the enemy attacking you. 

Tells your wiigmon to engage the enemy you have currently torgeted. 
Prevents your wingman from talking tc you. 

Allows your wingman to talk lo you and breaks the "Keep Rodio 
Silence'' comm ond. 

(Enemies only) Insults an enemy fighter when you have one targeted. 
Tnunlmg sometimes draws enemy ships fo you, luring them away fram 
another friendly ship. 

{Vidory and supply depots only) When you complete o missior^ ond 
refurn to hose, you must request permission to land. 



c. Damage. Press Jf?T , > until you see o ship profile in the Left VDU. The color ol panels on 
the ship profile varies as follows; 

Mow - System is domaged J - System is destrcyed 

d. Power Distribution. Each ship can store o certain amount of power to operate engines, 
shields, guns and the damage repair system. You can adjust the amount of power ailocated to 
each of the ship's four power points — Engiies, Weopons, Shields ond Domoge Repair. 
Distributing more power to one point decreases power ollocated to the other three points. 

Press ^ r ^ untii you see the power dislribolion itieen. Press to tytic 

through and select one of the four systems. Pressing [13^ sets the current system's 
power to 100%, while .ffS resets all power systems to 25% eoch. .???. O detreos- 
es the current system in 5% increments, “ EU increases it in 5% Incfements. Whenever you 
decrease (or increase) the allocotion to one system, other systems receive more (or less) allots 
ted power. 

The more power you allocate to Damage Repoir, the foster systems are repaired. 

If you set engine power to less than 25%, your moximum speed decreases. 

Disploy/cycle through power systems 
Reset all systems to 25% 

Increase current system ta 100%, all others to 0% 

Reduce current system by 5% 

Increase current system by 5% 


mm 

tHDtEU 

E.S?i tnn 


5. RIGHT UDU 

When you hove a ship targeted, the Right VDU identifies the ship type, its range and its shield strength. 

a. Target U. When enemy ships come into view, your onboard computer torgels the closest slip. You 
know a ship is targeted when brackets appear around it and o cress oppeors on your rador |see 
Targeting on p. 24). Red brackets indicate enemy ships, blue brackets denote friendfes. (Wien 
Smart Targeting iscn, you can only target enemy ships during a battls. See Smart Targeting, p.15.) 

Text ahave the Right VDU identifies the ship type and tells how far away it is in klicks, 

b. Target Profile. Once a ship is identhed, its profile appears in the Right VDU. Ihin blue lines 
indicate shield strength. These lines turn red and eventually disappear when you diminish your 
enemy's shields. When the targeted slip takes armor damage, sections of the profile flash red. 

E. LlERPOn UDU 

Missile and gun Icons display in the upper right-hand comer of the cackpit at all times. The active 
gun(s) and active missile (7 and 8] show up as colored icons, while inactive guns and missiles are gray 
Ol grayish-green. 

Guns ore multi-fire blasters thof draw energy from your ship. Missiles are single-shot, self-powered 
munlllans. Different ships hove different guns and missiles uvoilahle. 

lYote: The Exwiibm has an "'autotrading'' featm. When you have a target in view, your gum automtkaiiy atm 
of that target. 

To change the active gun, press to chonge the active missile, press ty]@. Pressing these bys 
{nn© or mi©) multiple times cycles through available guns or missiles. Text in the Weapon VDU 
changes lo reflect the new active gun and missile. 




If you're flying a ship with two or more guns, you con prepare all of them at once by pressing 
Firing oil your guns ot once quickly runs down gun power. 

Ei]© cycles through missile types. 

Eii[ul(n) orms all hordpoints ond lets you fire all your missiles at once (called a full salvo). See the 
relevant note in Missile Lock, p. 26. 

Action Controller 

Change gun in](g) 

Chnnge missile type ED(g) 

Prepare full guns illlCII]© 

Prepare full missile salvo [n]iii]@ 

Fire ocllve gun{s) @ 

Fire missile @ 


?. 8. HCTIUE GUn. nCTIUE miSSILE 

For infermation on these items, see Weapon VDU (6). 


g. GUn PDIllER mOICHTDR 

Tick marks in this gouge indicate the power level of your ship's active guns (location ond color very 
between cockpits). If you use guns frequently, the power level diminishes and the bar shortens. The 
more guns you fire at once, the faster you drain gun power, if you hove no gun power left, your guns 
v/on'1 fire until some power is regenerated. Guns recover power gradually if your generator isn't too 
damaged, and the bar grows longer os power is replenished. 


ID. FUEL inDICRTDR 

Tick marks in this bar show how much afterburner fuel you have, and they disappear os your tank emp- B 
ties. Using ofterburners may help you get out of a dangerous situation or zero in on the enemy, but 
they burn fuel ferociously. If you run out of fuel, you'll coost on reserves at the ship's maximum cruis¬ 
ing speed (which varies between ships). 

IL RUTDPtLDT LIGHT 

The oulopilot light (AUTO) is on the instrument panel, although its position varies between ship types. 

It remains dim if enemy fighters are present, but glows when it is safe to autopilot to the next nov point. 

You mn outopilot (press EUEiitlDll]) to the next nov point os long as no enemies or hazards are 
nearby. If you are able to airtopilot, the oulopilot light glows. If you try to outopilot when it isn't pos¬ 
sible, you'll see "Autopilot not allowed" or "Enemies near." 21 

Autopilot irnnr^ fRTifwn 

IS, 13. SPEED mDICRTDRS . 

Ships have two numerical speed indicalors. Set speed (12) indicates the speed in klicks per second (kps) I 
that your ship tries to mointoin on its own (comparable to the cruise control in a cor), ft changes if you H 
accelerate or decelerate. The current speed (13] shows how fast your ship is moving in klicks per second. H 
It changes when you accelerate or decelerate, turn sharply or use your afterburners. H 

When you ore trying to tail o targeted ship, it's useful to press @ ® . This automotically adjusts your | 

speed to motch that of the targeted ship. 








Action 

Accelerate 
Decelerate 
Full throttle 
Cut speed to zero 
Match speed of target 
Apply afterburners 


Controller 

@ 

® 

miEiig) 

@® 


EE 


14. miSSILE LOCK LIGHT 

Once an enemy has locked a missile onto your ship, this light glows. [If that missile is in front of yoLi, 
a green box will appear around it.) When this happens, you can release decoys to distroct missiles that 
are chasing you* [In the Weapon VDU (6), decoys show up os "D,"' followed by o number) Once your 
missile lock light glows, press Mim to release a decoy then afterburn away. Note thot you have ci 
finite number of decays (all of which are identicol). 

]FiillR:J| 


JumptnB 

The Excalibur has a jump engine that lets you travel through jump points. This feature will be activat¬ 
ed automatically when necessary. 



Trhedffs nnp LflnDinBs 


You can press EHlEIIIEiJiii] for on automatic takeoff, or toke off manually. For o manual launch, press 
@ to increase throttle speed. Steer slroight ahead to exit the launch hay. When youVe cleared the launch 
boy press Jii][L2|[R7jtMj fo oufopilot to the first nav point. 

Before landing, you must obtain permission (described below). Then, you can land automatically hy 
pressing EiiEEEtmjCHi]^ or ottempt a manual landing* . 


To obtain permission: 


1. 

2 . 

3. 

4. 

5. 


Bring the Victory into view. 

Press <t or > fo display receivers* 

Use ^ or ^ to highlight the Victory. 

Press f" tia to accept the Victory os the receiver. 
Press ^ or to highlight "'Need Cleoronce." 


B3 


6. Press aS HI] to send the message. 

To land manually: 

1. Maneuver so that your ship faces the launch boy. 

2. Slew down below 100 kps and glide into the launch hay. 

3. Once you've passed halfway through the hull, you've landed. 

HsJte: If you frylo lend manuolty without permlssian, you can't do onylhing hKicfes fly flirough iho buitdi boy. 









nHUlGHTIOn 

During flighty you have access to a novigotional map. To disploy the map and temporarily pause play, 
press [^3. The currently selected navigational point oppears as a white sphere. Completed nav 
points are blue^ uncompleted ones are red. 

Text in the blue box describes the mission name and nav point objective, and gives notes for the cur¬ 
rent nov point. Whenever you select a different nnv point (by pressing @ or this text changes. 


Use @ to rotate the map. 

Open or close nav mop (toggle) 

Select next or previous nav point @ or (g) 

Zoom in and out, respectively @ and ® 

Cycle through targets in area @ 


Me: friendly ships are de^gnated by bhe drctes, enmy ships by red dnles. Your ship h enlarged and red. 

THRBETmG 

Your ship's targeting system automatically targets the closest ship and ploces red [enemy) or blue 
(friendly) brackets around it. As long as a ship is torgeted, the Right VDU (p, 19) dispbys a profile of 
that ship. Text above the Right VDU describes the torgeted ship type. You must hove a ship torgeted 
before you can fire Heat-Seeking, Image-Recognition, Friend-or-Foe or Leech missiles, or torpedoes. 

To cycle through multiple targets in your viewscreen, press [ni@ repeatedly. (You con only target one 
ship at 0 time.) As you switch targets, the brackets shift to another ship in your viewscreen. 


To match the speed of a targeted ship, press @ (x). 

When you target a copitol ship, your ship places o yellow box around the closest turret gun location (in 
addition to the red targeting brackets around the ship). Press eSt( 3) to target another turret. 

Cycle through visible targets EH @ 

Match target speed @@ 

Cycle through turrets 

TaPBBt Loch 

Once you have a targeted ship in viev/, lock'' onto it by pressing EI]@. This activates a shol-torget- 
ing system (I.T.IS.) and gains a permanent target lock on a ship. A locked target is framed by o solid 
box instead of brackets. Once you do this, the lock remains octive even if the ship moves out of view. To 
unlock a ship, press ED® again. 

A locked ship appears as a large cross on the rodar. When you have a ship locked, [ID® cycles 
through all ships (whether they ore in view or not) and switches the lock to the new targeted ship, 
iock/unlock targeted ship En]@ 

Smart Targeting 

During battle, it's more efficient to only cycle through enemy targets. If you want to turn off Smort 
Targeting, press ® . This instructs your targeting computer to target both enemy ships and friend¬ 
ly ships. 


Disengage/engage Smart Targeting 
(on by default] 


@ 






Inertial Targetina and Trachiog System IIJ.T.SJ 

All fighters employ the I.IIS., a system that cokulates how much you must lead your target in order 
to maximize your chance of a hit. When you lock onto o targeted ship, the I.U.S. places diomond- 
shoped green cross hairs near the targeted ship whenever it's in sight. It fokes into account the enemy's 
current direction and speed and autamatically computes the necessary lead'" needed. If you line your 
gunsight up on the diamond instead of the targeted ship, your shots are more likely to hit the torget. 

missile LdcK 

Depending on what ship you're flying, you have access to certain missiles. Most hove iheir own locking 
mechanisms. Dumbfire and Friend-or-Foe missiles ore on exceplion, (See pp, 55-58 for specific missile 
information.) 

SB If you have a missile selected that requires a lock and a targeted ship comes Into view, red cross hairs 
oppear outside the targeting brockets. They move toward the center of the brockets. Keep the target 
in view. Once you move within range for the selected missile type, the red missile-lock cross hairs turn 
green. When the brackets have closed in on the target, you'll hear a missile lock tone. This means you 
can fire your HS, IR or leech missile, or torpedo 

Missiles remain locked until fired or until the targeted ship moves out of view. 

If an enemy has fired a missile ot your ship, the missile lock light (14) in your cockpit glows. See 
Missile Lock Light (p. 22} to learn how to use decoys. 

Wole: \l ^ou ftre o lull salvo [press in]ll23(g} lo arm oil missiles), you'll get a lone wherr the firsl missile type has a belt. [NoIe ihnl 
ihe OF and FF can be fired Immediately) Keep In mind, however, that you have lo waif long enmrgh fur all missile types lo lock tar 
nil ef rhem lo fire. When yau fine, only the missile types that have acqu ired a lock at that point will fire. 


CLDHKinB 

Later In the game, the experimental Excnlibur fighter is equipped with o defensive cbaking mechanism 
that makes It invisible to other ships for n short period of time. To activate clocking, press EHIIEII and 
hold them for one second. Once you cloak, your ship temporarily disappears from view and from your 
enemy's radar screen. 

When you're clooked, your view turns to light blue. 

Also while cloaked, you cannot Fire missiles or normal guns. Any enemy missiles thot ore already locked 
onto your ship will remain locked until you're completely cloaked. After you're invisible, enemy mis¬ 
siles connot initiate or maintain a lock on your ship. 

Hole: You [un [loult only once daring ihe entire game, in one specific mhim. 

Dvina 

If you sustain severe damage in flight and die, a plaque displays: 

REPlAY Mission Return to the cockpit and take off again wth the same ship/loodout. 

View death scene, then return to soved gome screen. 

EjECTinB 

To avoid dying when your ship sustains severe damage, you can eject. Ejecting will emit a rescue sig- 
nut and you'll be picked up by u friendly ship [in most coses). Eisen, however, will give you o stern 
reprtmeind for wasting your fighter. 

Eject [ii][Li]im][eii,!“r..?rRT 








In-FLIBHT Dptidos 

To [ic[Bss in-fiight oplions, press This displays a cherkhox screen. To actfvote m option, move the 
cursor over its box and press 0. 


miPiAY 

Tarn In-flight COLUSIOHS on/offj and/or make your ship iifVULNERABLi to dam¬ 
age (when on, you can't die). AflttDE-SffVLl canifiois reverses up/down on key¬ 
pad controller. 

Amio 

Turn MUSIC, speech, soundex, and capital ship rumble on/off during spaceflight. 

Hate: sniiMDFl hn^ to be aii in order fer ymi to boor EiiMea f 

smi ™ 

Adjust the enemy skill level, dioose between rookie, veEPAN, ace, hard, crazy 
or t^lGKTMARE. 

omiT 

Reset all options to ihelr default settings. 

m 

Exit the Option screen and resume spaceflight. 



GAME PAUSi^ 
ilcEll 

VcQJliEjitins 

M invuln ersble fll 

■ arcdtlft^tiiTfrcaintrai:! I^at.* 

audiij Vhird 

■ music ■cr»n| 

■ speec El m nigmiftare 

■ sound f X 
. ■rumblo 




Pinin Terpiiorl Dpimns 

Main Terminols in the Gunnery, Bridge, Berth und Flight Control areas lei you save and load gomes, as 
well as adjust ir^usic and sound. For screens witk toggle boxes^ bright boxes indicate an active optkm, 
dork boxes indicate an inactive option. 


m 105S Save/lood games (see p. 5). 

Note; make sure you have inserted a memory card before you try to 
save/load o gome. 

comois Adjust music end sound, (Changes ore Included in saved gomes.) 

wfws Lets you view newscosts (plays new ones when they're avaibble). 

LQGQff Return to the norm]I game screen. 
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CDnTRDLS (HEnU 

Sound 


JWi/Sr 

Toggle music oh/off. 

SOUHB fX 

Toggle sound effects dn/off. 

mic mmi 

Increose/decreose music volume. Click the arrows to adjust volume from 1 
(MtolO(high), 

SOUHB voim 

Inaease/dec reuse sound volume. Click the or rows to adjjust volume from 1 


(loivlto 10 (high). 

PliscellanBDUs 

musniONS Toggle traniilioos between scenes, such as the elevator, Oll/ofF. DeFault is DFf. 


sm 

Toggle star onimalions in windows Olt/OFF. 

nmmm 

Toggle text prompts oh/off. 
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GIF: Ship Statistics 

These fighter and capital ship statistics reflect the capabilities of ships available on the Victory. The ship- 
statist file also mtains vital statistics for the fleet's capital ships. 

Default fighter weapaa hadouts spsdfieJ by Chief lech ftachel Coriolis are given here. However, you 
have clearance to download customized ordnance using the Loadout Terminal on the Flight Deck. 

STRTISTICRL DEFiniTIDRS 

Class* The doss of ship [light fighter, bomber, etcj. 

Length. The ship's length in meters. 

Moss* The physical tonnage of each fighter and homher (in metric tonnes). 

Maximum YPR (Yaw, Pitch, and Roll). The maximums for each charocteristrc (in degrees per 
second, or dps). 


Ynw* Ability of a ship to turn right or left without changing its vertical position. 

Pitch* Ability to change direction up or down. 

Roll. Ability of a ship to rotate along an imaginary axis extending through the nose and tail. 

Max. Velacity/Max. Afterburn Velocity. Velocity settings thot are governed by the ship's com¬ 
puter and set in relation to (a) the flagship, (b) an escorted vessel, (c) a nearby plonetory body, (d) a 
beacon or (e) a value derived from radar positions of all visible ships. The velocity Is expressed In klicks 
per second (kps). 


Acceleration. The evaluotion of the ship's acceleration rate, without afterburners, given in klicks per 
second squared (k/s2). Ships can occelerote ond decelerate at the same rate. 

Weapons. Every ship has a different array of guns and weapons. Numbers in parentheses indicate how 
mony guns/weapons of thot type ore loaded. For missile and torpedoes, the number of hardpoints h 
given, olong with the moximum number of missiles per hardpoint. Ships may have both light {"L") or 
heavy hardpoints (''H"). As an example, 2 x 2L, 2 x 2H indicates two light hardpoints with two missiles 
each, and two heovy hardpoints with two missiles apiece. Light hardpoints carry HS and DF missiles, while 
heavy ones carry any type of missile or mine. The default missile loadouts ore shown for eoch hardpoint 
as 2 HS / 2 HS, etc., with each type corresponding to a single hardpoint. 

Shields. The shield strength for each ship is measured in centimeters equivalent to durasteel. Shields 
regenerate, as long os the generator has not been destroyed. 

Armor. Defensive armor is measured in centimeters thickness of durasteel. 

Vulnerability Note: Every capitol ship and orbiting base has specific points that must he defended: 
engines, bridges, etc. During Fleet Defense missions, concentrole on keeping enemy fire away from 
these vulneroble areas. In Raid missions, try aiming for these v^eak points on capitol ships. 







CDnFEDERHTIOn FIGHTERS 


Rrrauj 


3B 


Thh light, versatile fighter hos balanceti weaponry and is best-sailed for short-range combo! against 
light or heavy fighters. Its maneuverability makes it a prime choice for escort, fleet defense and recon- 
naissonce missions, ond on emergeircy life-support system con sustain pilots for up lo 1 hours. 


Class...........Light Fighter 


Lergm.... 

Mass... 


Mok. YPR. 

.BO/90/90 dps 

Max. Velocity ... 

..520 kps 

Max. Afterburn Velocity. 

..1400 kps 

AccBleration.. 

.2S0 Ic/s' 

Shields.,...... 

........200 cm equiv. 


Armor Fore/Afi....80 cm 

Righl/Left...60 cm 

Weopons.....Laser (2) 


[on cannon (2) 
Missile hardpoints x 2L) 
ZHS/2hS/2IR/2IR 
Missile decoys (16) 
Jump Capable.......No 





The boseline Terran fighter, the Hellcat V is a solid vehicle in any camhni situation. Most are deployed 
in attacks agoinstsmoller fleet ships or serve as escorts. The ship's responsive speed controls and tiuick 
trim radius make the latest Hellcat the best all-Qround ship in the flee! 


[lass ..*..Medium Fighter 

Length ....27 meters 

Moss.....metric tonnes 

Max. YFR ......60 dps 

Max. Velocity ....420 kps 

Max. Afterburn Velocity......1200 kps 

Acceleration.....*..225 k/V 

Shields...,....220 cm equiv. 


Armor Fore/Afl..100 cm 

Right/Left...80 cm 

Weapons .........Neutron gun (5) 

Ion cannon (Z) 


Missile hardpoints (2 x 3H) 
3IR/3IR 

Missile decoys (24) 3? 

Jump Capoble....No 







































Thunderbolt Ull 


38 


Les^ maneuverable than the iirrow or Hellcat V, the Thunderbolt VH has a farmidable set of guns and 
missiles. It has a remarkable success rale against light capital ships and medlum-to-henvy fighters, 
though light fighters tend to outrun its fire. Most pilots agree that the Thunderbolt cars sotisfy most mis- 


sion requirements outside of scout missions. 



Closs... 


Weapons... 

....Photon gun (2) 

Length...... 

....34 meters 


Plasma gun (2) 

Mass..... 

..20 metric tonnes 


Meson bluster (2) 

Max.YPR. 

.50 dps 


Loser rear (1) 

Max. Velocity ..... 

..380 kps 


Missile hordpamts (2 x 3) 

Mox. Aflerburn Velocity. 

.1000 kps 


3HS/3HS 

Acceleration.... 

..200k/s= 


1 Torpedo 

Shields. 

......250 cm equiv. 


Missile decoys (24) 

Armor Fore/Aft:.... 

..160 cm 

Jump Capable 

...„..„..No 

Right/Left: 

..160 cm 






Lonebum 

The Longbovir bomber has o single purpose — to deliver torpedoes to enemy capital ships. Its lack of 
moneuverabifity attracts light enemy fighters like hornets. The Longbow's mossive firepower hoistsrs 
□ny offensive forte involving capital ships, as long as light fighters ore dong for protection* 



Class., ........Torpedo Bomher 


Length... 

.........38 meters 

Mass ........................ 

*.,....*...22 metric tonnes 

Mox. VPR. 

.30/40/30 dps 

Mox. Velocity. 

.320 kps 

Max. Afterburn Velocitv.700 km 

Acceleration.. 

.12Sk/s' 


Shields 


Weapons....Rnsma gun (2) 

Neutron gun (2) 
Laser rear (1) 
Missile hordpamts x 4] 
4 HS /4 KS / 4 mines / 4 mines 
Torpedos (2 x 2) 
Missile decoys (24) 
.No 
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Armor 


































EKcalibur 

The Exralibur combines the offensive punch of the largest bombers with a speed and moneoverobiiity 
ihct can almost match the Arrow. Prototypes are expected to reach the front in the next few months. 


(less.Space/Atmespherk Fighter-Bomber 

Lenath_____.32 meters 

Armor 

Fore/Aft:...90 cm each 

Left/Right: ,.,.,,....90 cm each 

Mess...... 

„.20 metric tonnes 

Weepons. 

....fochyon gun (4) 

Mex, Velocity..... 

.iOO kps 


Reaper Cannon (2) 

Mex, Afterburner Velocity., 

..1650 kps 


Missile hardpoints (4 x 3) 

Acceleration,....,... 

.250 k/s* 


3HS/3HS 

MCX.YPR. 

.70/80/70 dps 


3IR/3IR 

Shields..... 

.250 cm equiv. 


Missile decoys [30} 



CnnFEDERflTIDn CRPITRL SHIPS 


Supply Depot 

Length.!.....*...1425 meters 

Mass......585,000 metric tonnes 

Mox. ypR.. 0 dps 

Max. Velocity .............0 kps 

Acceleration....**..0 k/s^ 

Shields............0 

Armor Fore/Aft .. 10,000 cm 

Right/Left.10,000 cm 

Weapons..*.*_Hone 

Starbase 

Length.......,..2500 meters 

Mass......*,.650,000 metiic lonnes 

Max. YPR... 5 rips 

Max. Velocity. „..150 kps 

Acceleration....,„10 k/s^ 

Shields........4000 cm equiv. 

Armor Fore/Aft...1000 cm 

Right/Lefi....1000 cm 

Weapons.....Hone 


Cruiser 

length.....530 meters 

Mass ...18,200 metric tonnes 

Max. YPR... .5 dps 

Max. Velocity _____.150 kps 

Acceleration.......lOk/s^ 

Shields... 3000 mi equiv, 

Armor Fore/Afi .1000 cm 

Right/Left....1OOO cm 

Weapons..Laser turret (12] 

Frigate 

Length...... ..620 meters 

Mass.......................26,000 metric tonnes 

Max, YPR......5 dps 

Max. Velocity .. 180 kps 

Acceleration.... 10 k/$^ 

Shields,... ,1000 cm equiv. 

Armor Fore/Aft .600 cm 

Right/Left ..600 cm 

Weapons. Laser turret (3) 

Missile tube (2 FF) 























































Destroyer 


Length. 



Mass.. 


Max. YPR.. 



Mox. Velocity . 


.200 kps 

Acceleration 


.lOk/s’ 

Shields.. 


...2000 cm equiv. 

Armor 

Fore/Aft. 



Right/Left... 


Weopons. 




Light Carrier 

Length...720 meters 

Mass.,..._....28,000 metric tonnes 

Max. YPR........5 dps 

Max. Velocity.....120 kps 

Acceleration ..........10 k/s^ 

Shields.....3000 cm equiv. 

Armor Fore/Aft.1000 cm 

Right/Left.,..„1000 cm 

Weapons.......Loser turret (11) 



Transport 

Length. 


Mass.. 

... 2300 metric tonnes 

Max. YPR 

.. 5 dp'; 

Max. Velocity 

-.-.....100 kps 

Acceleration.... 

.lOk/s' 

Shields.. 

..2000 cm eguiv 

Armor 

fore/Aft....300 cm 


Right/Left...300 cm 

Weapons.. 

......Laser turret (2) 


GIF: Kilrathi Ship Statistics 

KILRRTHI FIGHTERS 

DarHet 

The Dorhet is a light fighter with an incredibly fast turn rate. Its light armor and shielding ore counter¬ 
balanced by its speed and acceleration, making it difficult to track during battle. 



Class ....... 

Length.... 

Mass.... 

Max. YPR..,.... 

Max. Velocity.... 

Max. Afterburn Velocity. 

Acceleration...... 


Shields......... 


..Light Fighte r Armor Fore/Aft;..... .6 0 cm 

meters Right/Left: ...40 cm 

12 metric tonnes Weapons.......Meson blaster (2) 

90/80/90 dps Missile hardpoints (f x 2) 

.520 kps 2H5 

..1350 kps Missile decoys (6) 

..........250 k/s^ Jump Capable.......No 


cm equiv. 























































Dralthi W 

Having endured decades of revision, ihe fourth generation of the Drollht medium fighter is comparable 
to the Thunderbolt It's slightly faster ond more maneuverable, but has mediocre shielding and armor. 
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ShieWs.. 


..Medium Fighter 

Armor 

Fore/Aft:.80 cm 



Right/Left: ....60 cm 

.15 metric tonnes 

Weopons. 

...Porticle cannon ( 1 ) 

....55/65/55 dps 


Meson blaster (2) 



Missile hardpoinls (1x4} 

. 1100 kps 


4IR 

. 200 k/s’ 


Missile decoys ( 6 ) 

,...120 cm equiv. 

Jump Capable, 

......No 




Uahtoth 

The Vaktofh is a heavy Kilrnlhi fighter whose performance is slightly better than that of the 
Confederation Thunderbolt. With its jump cnpahilities ond auxiliary meson guns, this Fighter is prt 
morily used for escort and scout missions that do not involve capital ships. 


Class.Heavy Fighter Shields......cm equiv. 

Length........36 meters Weapons....Tachyon gun (1) 

Mass.......19 metric tonnes Plasma gun {2} 

Max.YPR...50/60/50 dps Ion cannon (2) 

Max. Velocity....410 kps Meson gun rear ( 1 ) 

Max. Afterburn Velocity....1100 kps Missile hardpoinls (2 x 4) 

Accelerotion.....150 W 4 HS / 4 H5 45 

Armor Fore/Aft:...130 cm Missile decoys ( 8 ) 

Right/Left:...130 cm Jump Cnpahle ....Yes 













































ii 


StraKha 

The only sJeolth fighter in moss prcniuction, the Strokho is o recon ship that relies more on secrecy than 
firepower. Two meson guns and a duo of losers serve to defend it from enemy fighters, and o lone Strokha 
has been known to eliminate four Hellcats in the space of ten minutes. 


H Class... Stealth Fighter 

length.... ..30 meters 

Mass.......16 metric to n nes 

H Max.YPR._70/80/70 dps 

Max. Vfil ocity........ 4 80 k ps 

Max. Afterburn Velocity......_..!200 kps 

i^g Acceleration...250 k/s^ 

Shields..........*.. 60 cm equiv. 


Armor Fore/Aft:......40 cm 

Right/Left:...20 cm 

Weopons.....Meson gun[2) 

Laser (2) 


Missile hordpointsd x 51) 
5HS 

Missile decoys (6) 
Jump Capoble..........No 


I 


! 



Pahtahn 

The Kilrathi Poktohn is similar to the Longbow by virtue of its torpedo attack capabilities. With mines, 
missiles, and an impressive array of guns, this bomber can engage several fighters at once during a sin¬ 
gle run. Ter ran intelligence reports that Paktahn most often fly with Drallhi or Darker escorts. 


Class.Bomber 

Length..37 meters 

Mass.30 metric tonnes 

Max.YPR.40/35/40 dps 

Max. Velocity....340 kps 

Mox. Afterburn Vel. 600 kps 

Acceleration ..100 k/s^ 

Armor Fare/Aft:,.... 

Right/Left: . 

Shields........... 

Weapons..... 



...... laO/l 40 cm 

.180 cm 

....300 cm equiv. 
..Plasma gun (4) 
Ion cannon (2) 


Meson blaster rear (1) 
Torpedo hordpoints (2 x 3) 
Missile hard points (2 x 3, 2 x 4) 
3FF/3FF/4FF/4FF 
Missile decays (6) 
Jump Capoble.........No 

































tniELL: EnEHV FIGHTER UPDHTE 

Codename: SorJhak 

Two weeks ago, a routine naval air transfer ended in ihe desiruction of eighteen fighters, including five 
Arrows, nir^o Thunderbolts, and four Longbow bonebers. The exact circumstances ore unclear, but black 
box data recovered from the debris indicate that an unusually large Kilralhi fighter attacked the group 
during its flight to Vego Sector. 

Apparently equipped with heovy shields and armor^ the ship was described an digital tape as "'n cross 
between a Vaktoth and a destroyer, with massive guns protruding from both the front and rear."" Other 
pilot comments note visible torpedo hardpoints, meson guns and possibly a plasma gun. 

4B Kilrhthi Chpitrl Ships 

It's not easy to destroy □ Kilrothi capita! ship. But if you have the right armament and know where to 
strike, you can take out a few duriog your career. 

SHIELDS 

Shields on capital ships ore generally strong and Invulneroble to gunfire. However, some fighters can 
curry the newly developed Leech missile. Its single-minded purpose is to drain a hole in the shields 
of a capital ship. Attack fighters can then take advantage of the vulnerable spot and launch missiles 
or torpedoes through the weok point. Unprotected by shields, the hull is highly vulnerable to this 
type of attack. 


UEHK PDinTS 

All capital ships have weok points. With the advent of shield-penetration missile technology, other 
weapons besides torpedoes can now damage capital ships. If you cao hit these points with missiles or bar¬ 
rage them with full guns, you1l damage the ship. Vulneroble points of attack include the bridge, the hull, 
windows ond engine exhaust ports. Try to ottack so that you have these paints in your sights when you 
bunch your missiles. 

BEST DRDnHnCE 

The torpedo is a favored weapon among pilots who constantly attack capital ships. With such a high 
damage potentiol, one or two torpedoes can knock out even the largest enemy ship But before you go 
in for 0 torpedo run, use your guns to take out turrets on the surface of the capital ship. With less flak, 
you1l have o better chance of surviving your torpedo run. 

You con olso use regular missiles and guns ogainst lighter capitol ships {such as corvettes and destroy¬ 
ers), but they don't apply os much damage as torpedoes. 

If you don't want to use torpedoes, try loading up all your hardpoints with dumbfires. If you have 
enough of them, you can easily deliver the same omouni of damage as o torpedo — and you won't 
have to wait for a lock. 

Supply Depot 

Length.........1600 meters 

Mass..............602,000 metric tonnes 

Max. VPR ..........Odps 

Max. Velocity ........0 kps 


Aaeleralion ..*...0 k/s^ 

Shields......None 

Armor Fore/Aft ...11,200cm 

Right/Left .....11,200 cm 

Weapons .....None 

















StarbasB 

Ungth.........5,200 meters 


Mass. 

.722,000 metric tonnes 

Max* YPR **„„ 


I,,***,,,*,,... .0 dps 

Max. Velocity 


.....*0 kps 

AccelerntiDn 


.0 k/s’ 

Shields. 


......1000 cm equiv. 

Armor 

Fore/Aft *. 

.lODOcm 


Right/Left 

.,...1000 cm 

Weanons. 


*.,.,*Laser turret [1) 

Coruette 


Length. 


*.,*„..**..110 meters 

Mass ... 


5SOO metric tonnes 

Max. YPR. 


*..*.*.5 dps 

Mox. Velocity 


.zoo kps 

Acceleration.... 


.ZO k/s' 

Shields.**,..,**,,. 


.1000 cm equiv. 

Armor 

Fore/Aft 

..500 cm 


Right/Left 

.„**,,.*.500 cm 

Weapons........ 


.Laser turret [51 


Cruiser 


Length.** . 

Moss. 

—.... ......530 meters 

. 23,000 melfk tonnes 

Mqx* YPR . 

. * . ..5 dps 

Max. Velocity. 

...150 kps 

Acceleration *... 

.20 k/s’ 

Shields,,.. 

.......3000 cm equiv* 

Armor 

Fore/Aft ..*.,..... 1000 cm 


RIghl/Left . *1000 cm 

Weaoons . 

... turrfif flSl 

Light OBStragBr 

Length ... 

*..... 450 meters 

Mass *..**...**. 

. .17^000 metric tonnes 

Max. YPR ...**.. 

.*... *.l 5 dps 

Max. Velocity * 

.. IBO kps 

Accelerallan .... 

. 100 k/s’ 


Shields,.,*.*....,...........1500 cm equiv. 

Armor Fore/AR ...1000 cm 

Right/Left*...1000 cm 

Weapons...Laser turret {8) 


Heauy Destroyer 

Length ......530 meters 

Mass...19,000 m elite tonnes 

Max. YPR...20 dps 

Max. Velocity ..180 kps 


Shields ,*„*.*.„* 


.***,,2000 cm equiv* 

Armor 

Fore/AR.. 

.....**.1000 cm 


Right/Left 

..**1000 cm 

Weapons. 


....Loser turret (10) 



Tachyon gun (3) 

Transport 


Length. 


.*.150 meters 

Mass... 


2100 metric tonnes 

Max. YPR. 


*...5 dps 

Max. Velocity 


.100 kps 

Accelerotion ..*. 


.10 k/s’ 

Shields........... 


...*..2000 cm equiv* 

Armor 

Fore/AR.. 

...*...**...300 cm 


Right/Left 

..,...300 cm 

Weapons. 


.Laser turret [2) 


Carrier 

Langth . 

Moss.. 

Max, YPR.. 

Max. Velocity . 
Acceleration *.., 

......920 meters 

*.*,„**,...,*..,..5 dps 

...,...100 kps 

. inkA’ 

Shields,**,,. 


,***2000 cm equiv. 

Armor 

Fore/Aft 

..***.*1000 cm 


Righi/LeR.. 

.. 1000 cm 

Weopons.. 


.Laser turret (8) 

Draadnought 


Length..**.. 


.22,000 meters 

Moss. 

...290,000 metric tonnes 

Max* YPR.* 


.*.....5 dps 

Max. Velocity . 


.100 kps 

Acceleration „** 


.10 k/s’ 

Shields.... 


.,..8000 cm equiv. 

Armor 

Fore/AR ,„* 

.1500 cm 


RIght/LeR.. 

....1500 cm 

Weapons „„*,.* 


*,Laser turret (38) 



















































































GIF: Gun HHD PllSSILE STATISTICS 

This GIF describes all gun and weapon capabilities for oil fighters and ships in this fleet and is sub¬ 
ject to revision at any time. If you hove not overivritten your current file in the lost six months, it 
will automatically copy down to your personal databank. 

Compiled: 2669.218 
Author: Chief Tech Rachel Coriolis 

We're not on the front lines, but we still have to protect 
ourselves against whotever forces the Kllrathi might 
send. I know these fighters inside and out, and I con tell 
you how many picoseconds difference there are in lock 
times for each missile on this ''Tin Can Solly." 

When I put together this GIF, I was glad to get the chance 
to offer my 2 credits' worth. Don't take it lightly — I 
didn't go to flight school just la gel my hands greasy, and 
I'm the one who outfits the rookies. 

I've attempted to describe ihe gun end weapon types you'll find on the Victory. Any questions should 
be directed to rachelc@flight.mun.victory. 




GEUERRL DRDRRnCE IRFaRriRTian 

Ship ordnance is categorized into two types — energy guns and weapons. Guns include all multiple- 
fire blusters that draw energy from o ship's reserves to function. Weapons, on the other hand, include 
all single-shot munitions, both dumb-mechanism warheads and those equipped with torgeting systems. 
Having observed the enemy for severol decades, we've Found that Kilralhi forces possess about the 
some gun and weapon technology os v/e do. 

EHERGM GUnS 

All fighters and cap ships in modern fleets use energy guns os their primary ormament. Those on 
fighters ore quick-firing and hove relatively short range. With the added odvontages of high veloc¬ 
ity, fast refire rates and advanced guidance systems, hits are virtually guaranteed lor nny pilot with 
Q few kills under his belt. Cop ship turret guns full into the same category — keep yourself safely 
distant from them. 

The basic premise of on energy gun is simple — when o hit occurs, massive amounts of energy 
transfer to the target. 

It doesn't take too many shots to down o fighter, but guns are nearly useless against larger ships. 

In this section, you'll find descriptions of each gun type and its associated statistics. 

Penetration. Armor/shield penetrotion in tenths of a cm (0.1 cm = 1 armor unit]. 

Energy. The omount of energy used for one shot (in nanoJoules). 

Range. Range of the gun (in klicks). 

Refire cfelay. The gun's uptimal recharge rale (in seconds} after each shot. 
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Ian Cannon 

Found mainly on fighters, the ion tannor imparts energy and rodiotion domage to targets. Charged 
otomk particles ore magnetically accelerated to high speeds, then discharged in pubes. This cannon 
delivers more damage than a laser ond con cause severe pilot injuries. However, the ion connon hos 
higher energy consumption and a slower refire rote than the lasen 

Penetration..^........24 Range........4500k 

Energy..........15 nj Refire Delay.......35 sec 

Laser Csnnnn 

The laser provides the standard ogoinst which most other blasters ore judged. Low maintenance and a 
low energy cost moke it standard armament for almost every slip In existence. The laser is ideally suit' 
5H ed to deep-space combat (in otmospherlc conditions, rays moy refract and lose their effectiveness), and 
has no effect agoinst shields on larger ships. 

Penetration......20 Range .....5000k 

Energy ....7 nJ Refire delay.....25 sec 

neson Blaster 

The meson blaster Is a unique, powerful gun that utilizes subatomic particles. These particles, called 
mesons, are accelerated and flung toward a target. The most damage occurs once the particles decay 
inside the target “ they cause Internol explosions and give off rodiotion. Energized shields can stop 
these particles, and atmospheric conditions render this gun ineffective. 

Penetration.....Range.,.....4500k 

Energy.................i nJ Refire delay.....40 sec 


neytrnn Bun 

The neutron gun wos specifically creoled os o weopon far medium and heavy fighters when the war 
first began. It releases energized blasts of chorged neutrons, drawing more power than either the ion 
cannon or laser. The refire rate for this gun type is slightly slower, but the extended range of the neu¬ 
tron gun more than makes up for the difference. 

Penetrali on .....40 Range,. ..........4 000k 

Energy............15 nJ Refire delay .......45 sec 

Particle Cenncn 

The particle cannon uses some of the most significant Terron energy technology. Early prototypes were 
developed from a similar cannon extracted from a captured KilrathI fighter. Engineers built a compa- 
roble version capable of hurling minute nuclear particles at high speeds. Impact results in o smull 
nuclear explosion that gives off blast, heat and radiation damage. 

Penetration.....33 Range....4200k 

Energy......... ....11 nJ Refire delay .........40 sac 

Photon Cannon 

when the Terrans first went to war, the phaton cannon was the most popular gun, next to the standard 
laser. It emits laser pulses and solicits similar effects upon impact. Hawever, the photon cannon drains 
mare energy and has a slower refire rate. This gun requires little maintenance and functions best in 
deep-space combat. 

Penetratbn...............26 Range........4500k 

Energy .......15 n J Refire del ay .45 sec 




































Plasma Gun 

The plasma gan was originally developed to atlack heovy fighters and corvettes with light armor. It uses 
electritally charged hydrogen molecules thot ore in o state of near-fusion. These molecules are similor 
to those found in the inner plasma of most young stars. Upon impact, plasma proiectiles cause radia¬ 
tion, blast and heat domage. 

Penetration...........54 Range.........3000lt 

Energy .... 2 2 ni Ref ire delay .....5 0 sec 

Reaper Cannon 

(This gun will be available when it completes its test cycle.) The reaper cannon evolved from the stan¬ 
dard ion cannon, and its refire rate is slightly faster This gun delivers high-speed pulses of charged atom- 
^ ^ ic particles that give off energy and rodiation damage. Fighters find this gun especially useful agoinst 
ships with shields that regenerate quickly. 

Penetrotian............28 Range........4500k 

Energy .....18 nJ Refire delay .30 sec 

Tachyan Gun 

The tachyon gun is the most devastating energy gun found on Terran fighters. It slows down tachyon 
particles, which naturally trovel foster then the speed of light. Once these particles are decelerated and 
forced into streams, their potent]oI damage increases greatly. In several documented cases, the power¬ 
ful tachyon gun has been used to attack capital ships. 

Penetration..*,.....,*.....56 Range.......3200k 

Energy................20 nJ Refire delay......35 sec 


nilSSILE UlEHPOnS 

Energy guns are the preferred choice for attacking or defending ships and can deliver multiple shots. 
Missile weapons, on the other hand, have n one-shot life and often use complex guidance systems. 
Though phosed out on larger fleet ships, missiles continue to be o staple among Fighlers. 

Penetration. The penetration of the weapon expressed in armor/shield units. 

Speed. The weapon's top speed in klicks/second. 

Acceleration. The acceleration of the weapon in klicks/second/second. 

Maneuverability. Moneuverabilily of the weapon [pitch, yaw and roll) in degrees/second. (Mines are 
rated In degrees/minute.) 

Duration* The time (in seconds) before the weapon self-destructs. 

Lock time. The time (in seconds) the weapon requires to recognize nnd lock on to the target. 

Dart Dumbfire [DF] Light Hardpoinl 

A simple weopon, the Oort dumbfire (DF) missile is o point-ond-shoof weopon carried on almost every 
fighter in the Terran Heel. It is unjammable due to the absence of guidance systems, and costs less than 
any other missile type. The dumbfire doesn't require any type of lock ond hos no homing capability. 
Pilots find it most useful against targets with predictable reactions — at close range, n single dumb¬ 
fire con diminish shields enough to plant a few devastating shots from on energy gun. 


Penetration.........800 Maneuverabilily..............0 dps 

Speed.......3750 k/s Duration ........„.3 sec 

Acceleration .....,,...2000 k/s’' Lock time......... 0 sec 

























JauElin Heat-Seeher [HB] light Hardpoint 

The Javelin heat-seeker (HS) is an inexpensive^ simple weopen thol has served in various armed forces 
since the late 1900s. The engines of fighters and capital ships generate significant heat, n fact that the 
HS uses to its advantage. The operation is simple — the missile tracks down the thermal signature of 
the target's engines. This requires the lock to be ncqaired from the rear. Heat-seekers, along with dumb- 
fire missiles, are the most common missiles carried on Fighters. 


Penetration.. 

...^00 

Maneuverability.. 

.IS dps 

Speed... 

.2500 k/s 

Duration ... 

.......10 sec 

Acceleration.. 

.1600 k/s= 

Lock time.. 

.........2 sec 

Leech 



Light/Heavy Hardpoint 


5 B |(|\| weapon engineers developed the leech missile in order to allow smaller fighters to attack capital 
ships if necessary. The Leech is not on explosive; rather^ it is o sophisticated electronic weapon system 
capable of disrupting a lorget's power. It temporcrily drains power from ships. 

Penetrotion,.»*.........Hone Maneuverability .11 dps 

Speed...............1000 k/s Duration..............10 sec 

Acceleration.....lOOOk/s^ Lock time ........6 sec 

Pilum FriEnd-or-FOE [FF] Light/Heavy Hardpoint 

The Pilum friend or-foe (FF) missile wos developed once ship systems were able to distinguish between 
friendly ond enemy ships. Capable ol identiFying the distinctive Confederation ship signal, it mokes a 
beeline for the nearest ship that isn't broadcasting that signal (However, you cannot fire one unless an 
enemy ship is targeted.) This has resulted in the destruction of several Terron ships whose communica¬ 


tions systems were damaged. In spite of this inherent danger, both sides continue to use the FF as stan¬ 
dard ormoment for medium and heavy Fighters. This missile doesn't require a lock, and it will acquire 
a new target if the current one is destroyed before detonation. 

Penetration .....250 Maneuverability.............................15 dps 

Speed................1500 k/s Duration...........20 sec 

Acte lerntion....... .1600k/s^ Lock time............ ...0 sec 

Spiculum Imese-ReCDgnitiDn [IR] Lighl/HGavy Hordpoint 

The Spiculum image-recognition (IR) missile uses computer imaging to identify and "memorise" a tor- 
geted ship. Once the IR is launched, electronic and visual signatures specific to that Kirgct ore copied to 
the missile's Al program. The IR is extremely difficult to evode and poses no danger to frientlly ships. 


Penetration.........350 Maneuverobility..........,,.15 dps 59 

Speed........................2000 k/s Duration.......... 15 sec 

Accelerotion ......1200 k/s^ Lock time......1 sec 


PI i n B light/Hoovy Hardpoint 

A mine is o stotionary or slow-moving variant of a missile. Although non descript, it's useful for hoohy- 
trapping oreos that the enemy may pass through — jump points, gaps in asteroid (ields mid ptilsor shad¬ 
ows. Some mines also have simplified guidance systems thot can seek out disabled ships. Since mines 
move so slowly, ship detection systems are unable to track them with sensors or rndor Because of the don- 
gei of friendly casualties, most mines are now set to self-destruct after a SO-minute active period. 

Penetrotion.........100 Maneuverability ......20 dps 

Speed............20 k/s Duration...........30 min 

Acceleratio n ....200 k/Loc k lime ......... .0 sec 











































Torpedo 

The torpedo is o large, maneyveroble worheod used against capital ships and bases. It has a built-in 
image-recognition system that locks onto the torget, and even laser turrets can't shoot it down. Its lock 
time is longer than that of any other missile, but the torpedo is the only fighter weopon that con easi¬ 
ly destroy carriers. 

Penetrotion...... J000 Maneuverability .10 dps 

Speed .......1000 k/s Duration..............14 sec 

Acceleration.»...«400 k/s^ Lock time....12 sec 

CHPITHL SHIP UlERPOnS 

Capitol ships, including the Wc/ory and its counterparts, rely on energy guns just as much as fighters 
do. They support Fleet actions with stepped-up versions of those found on many populor fighters, includ¬ 
ing the tachyon gun, particle cannon and laser cannon. 

Hfiti-Platter Gun [RPIG] 

The anti-matter gun comprises the secondary ormament of most friendly and enemy capital ships. This 
weapon can punch through the heaviest shields, and it delivers Four times as much damage as the most 
powerful gun on any fighter. Capital ships rely on the onti-motter gun to defend against corvettes, 
heavy fighters and bombers that are attacking. 

Penetration........300 Range......BOOOk 

Energy.........130 n J Ref ire d ehy...1.5 sec 


Laser Turret 

Capital ships are especially vulnerable to concentrated fighter otfacks. For this reason, laser lurref guns 
were mounted to provide point-defense for particular ship surfaces. This weapon can engage light fight¬ 
ers and destroy incoming missiles. The capital-ship version of I he laser con hit u fighter with twice the 
normal damage (two regular lasers ore mounted on eoch turret). 

Penetration....................60 Rar^ge.....*..3000k 

Energy...........15 nj Refire delay........,...2 sec 


CapShip [CS] Plisaile 

This huge, lockable missile carries a powerful anti-matter warhead capable of Inkiinj oul olhm capl 
tfll ships and toclical plonetary targets. The CapShip missile is found mostly on this Itiumh rmks of 
older ships. 


Pe netration ...............60,000 

Speed........1000 k/s 

Acceleration..........400 k/s^ 


Maneuverability......VO dpv 

Duration ... IVII vih 

Lock time... S II wn 
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